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INFORMATION PROCESSING APPARATUS
AND STORAGE MEDIUM FOR STORING
INFORMATION PROCESSING PROGRAM

CROSS REFERENCE TO RELATED
APPLICATIONS

This application is a continuation of U.S. application Ser.
No. 11/783,496, filed Apr. 10, 2007, now allowed, which
claims priority to Japanese Patent Application No. 2007-
039931, filed on Feb. 20, 2007, each of which is incorporated
herein by reference in their entirety.

TECHNICAL FIELD

Certain exemplary embodiments relate to an information
processing apparatus and a storage medium storing an infor-
mation processing program. Certain exemplary embodiments
particularly relate to an information processing apparatus and
a storage medium storing an information processing pro-
gram, in which the information processing apparatus such as
apersonal computer or game apparatus, which is operated by
apointing device for inputting a coordinate point on a display
screen, is used for moving an object.

BACKGROUND AND SUMMARY

Conventionally, there has been an apparatus for moving an
object such as a player character, which apparatus is, for
example, a personal computer, game apparatus or the like
which is operated by a pointing device for inputting a coor-
dinate point on a display screen. For example, Japanese Laid-
Open Patent Publication No. 2000-181617 (hereinafter,
referred to as Patent Document 1) discloses a scroll control
method for performing a pointing operation, e.g., moving a
cursor or scrolling a screen, based on an input of a coordinate
point designated by a touch pad which is a pointing device.

However, the method disclosed by the above Patent Docu-
ment 1 requires at least two areas to be used in order to
perform both screen scroll and cursor control by touch opera-
tions. This increases the number of operations to be per-
formed. Further, a scroll area is not provided in such a posi-
tion, in relation to a display screen, as to allow the user to
perform screen scrolling intuitively and easily. Therefore,
when moving an object in accordance with a coordinate point
input by using the method disclosed by the Patent Document
1, the user is not allowed to perform an intuitive operation
input.

Therefore, feature of certain exemplary embodiments is to
provide an information processing apparatus and a storage
medium for storing an information processing program,
which allow, in operations for moving an object by using
coordinate point inputs provided from a pointing device,
operation inputs to be performed more easily and intuitively.
Another feature of certain exemplary embodiments is to pro-
vide an information processing apparatus and a storage
medium storing an information processing program, which
allow both a moving direction and a destination of the object
to be specified by a series of operation inputs.

Certain exemplary embodiments have the following
aspects to achieve the features mentioned above. Note that
reference numerals, step numbers and the like indicated
between parentheses are merely provided to facilitate the
understanding of the certain exemplary embodiments and are
not intended to be limiting in any way.

A first aspect is an information processing apparatus (1) for
displaying a virtual space on a display device (12) and mov-
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2

ing an object (PC) in the virtual space in accordance with an
output from a pointing device (15), which pointing device
outputs an input coordinate point (TP) based on a screen
coordinate system of the display device in accordance with an
operation performed by a user. The information processing
apparatus comprises coordinate point obtaining means (CPU
core 21 performing steps 53 and 93; hereinafter, only step
numbers will be mentioned), control selection means (S52,
S92), first control means (S53 to S55, S57, S58, S94, S95),
second control means (S56 to S58, S96 to S98) and display
control means (S59, S99). The coordinate point obtaining
means obtains the input coordinate point from the pointing
device. The control selection means selects, based on an
operation performed by the user, either one of a first control
and a second control which is different from the first control.
The first control means calculates, when the control selection
means has selected the first control, a movement vector (Pm,
M) based on the input coordinate point and a predetermined
coordinate point (Ppc, center of the screen), and moves a
display area of the virtual space in accordance with the move-
ment vector, which display area is displayed on the display
device. The second control means moves, when the control
selection means has selected the second control, the object to
a position (Pm) in the virtual space, the position correspond-
ing to the input coordinate point. The display control means
causes the display device to display the virtual space within
the display area. Here, the pointing device is an input device
for designating an input position or coordinate point on a
screen. Such a pointing device is realized in, e.g., a system for
detecting a position on a screen which is pointed by a touch
panel, mouse, track pad, track ball, a housing of a game
controller, or the like.

In a second aspect based on the first aspect, the pointing
device is a touch panel (15) covering a display screen of the
display device. The coordinate point obtaining means
obtains, as the input coordinate point, a touch coordinate
point (TP) outputted from the touch panel. The control selec-
tion means selects the first control when the user is perform-
ing a touch operation on the touch panel, and selects the
second control when the user is not performing a touch opera-
tion on the touch panel. When the touch panel is in a state of
being touched, the first control means calculates the move-
ment vector based on a current touch coordinate point
obtained by the coordinate point obtaining means and the a
predetermined coordinate point. When the touch panel is in a
state of not being touched, the second control means moves
the object to a position in the virtual space, the position
corresponding to the touch coordinate point which the coor-
dinate point obtaining means has obtained immediately
before the touch-panel has entered the state of not being
touched.

Inathird aspect based on the second aspect, when the touch
panel is in the state of being touched, the first control means
moves the object in the virtual space in accordance with the
movement vector, and then, based on a position of the object,
moves the display area of the virtual space which is displayed
on the display device.

In a fourth aspect based on the second aspect, the second
control means further moves, based on the position of the
object in the virtual space, the display area ofthe virtual space
which is displayed on the display device.

In a fifth aspect based on the third aspect, the first control
means determines, based on a position of a touch coordinate
point on the display screen of the display device, a moving
velocity (V) at which the object moves within the virtual
space.
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In a sixth aspect based on the second aspect, the movement
vector is a vector from a predetermined coordinate point on
the touch panel to the touch coordinate point.

In a seventh aspect based on the second aspect, the move-
ment vector is a vector from a predetermined coordinate point
in the virtual space to a coordinate point in the virtual space
which coincides with the touch coordinate point.

In an eighth aspect based on the second aspect, the move-
ment vector is a vector from a coordinate point indicating a
position of the object placed in the virtual space to a coordi-
nate point in the virtual space which coincides with the touch
coordinate point.

In a ninth aspect based on the second aspect, the first
control means: calculates the movement vector from a coor-
dinate point indicating a position of the object placed in the
virtual space to a coordinate point in the virtual space which
coincides with the current touch coordinate point obtained by
the coordinate point obtaining means; moves the object
within the virtual space in accordance with the movement
vector; and moves the display area of the virtual space such
that the position of the object is at a center of the display area.
The second control means moves the object to a position in
the virtual space, which position coincides with the touch
coordinate point which the coordinate point obtaining means
has obtained immediately before the touch-panel has entered
the state of not being touched, and moves the display area of
the virtual space such that the position of the object is at the
center of the display area.

An eleventh aspect is an information processing apparatus
for displaying a virtual space on a display device and moving
an object in the virtual space in accordance with an output
from a pointing device, which pointing device outputs an
input coordinate point based on a screen coordinate system of
the display device in accordance with an operation performed
by a user. The information processing apparatus comprises
coordinate point obtaining means (S113), control selection
means (S112), first control means (S114, S115), second con-
trol means (S116 to S118) and display control means (S119).
The coordinate point obtaining means obtains the input coor-
dinate point from the pointing device. The control selection
means selects, based on an operation performed by the user,
either one of a first control and a second control which is
different from the first control. The first control means calcu-
lates, when the control selection means has selected the first
control, a movement vector based on the an input coordinate
point and a predetermined coordinate point, and moves the
object within the virtual space in accordance with the move-
ment vector. The second control means moves, when the
control selection means has selected the second control, the
object to a position in the virtual space, the position corre-
sponding to the input coordinate point. The display control
means causes the display device to display a display area of
the virtual space.

In a twelfth aspect based on the eleventh aspect, the point-
ing device is a touch panel covering a display screen of the
display device. The coordinate point obtaining means
obtains, as the input coordinate point, a touch coordinate
point outputted from the touch panel. The control selection
means selects the first control when the user is performing a
touch operation on the touch panel, and selects the second
control when the user is not performing a touch operation on
the touch panel. When the touch panel is in a state of being
touched, the first control means calculates the movement
vector based on a current touch coordinate point obtained by
the coordinate point obtaining means and the predetermined
coordinate point. When the touch panel is in a state of not
being touched, the second control means moves the object to
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a position in the virtual space, the position corresponding to
the touch coordinate point which the coordinate point obtain-
ing means has obtained immediately before the touch-panel
has entered the state of not being touched.

In tenth and thirteenth aspects respectively based on the
first and eleventh aspects, the control selection means selects
the first control when a predetermined operation signal dif-
ferent from the input coordinate point is being inputted, and
selects the second control when the predetermined operation
signal is not inputted. When the predetermined operation
signal is being inputted, the first control means calculates the
movement vector based on a current input coordinate point
obtained by the coordinate point obtaining means and the
predetermined coordinate point. When the predetermined
operation signal is not inputted, the second control means
moves the object to a position in the virtual space, the position
corresponding to the input coordinate point which the coor-
dinate point obtaining means has obtained immediately
before the predetermined operation signal has ceased to be
inputted. Here, referred to as the predetermined operation
signal is a signal indicating a presence, absence or change of
an input which is different from a coordinate point input. For
example, either one of the first and second controls is selected
based on: whether or not an operation button provided on a
controller is being pressed; a change in a signal from a detec-
tion unit (such as an acceleration sensor) provided on the
controller; or a change in a voice inputted to voice input
means such as a microphone.

A fourteenth aspect is a storage medium storing an infor-
mation processing program to be executed by a computer (21)
of an information processing apparatus for displaying a vir-
tual space on a display device and moving an object in the
virtual space in accordance with an output from a pointing
device, which pointing device outputs an input coordinate
point based on a screen coordinate system of the display
device in accordance with an operation performed by a user.
The information processing program causes the computer to
function as coordinate point obtaining means, control selec-
tion means, first control means, second control means and
display control means. The coordinate point obtaining means
obtains the input coordinate point from the pointing device.
The control selection means selects, based on an operation
performed by the user, either one of a first control and a
second control which is different from the first control. The
first control means calculates, when the control selection
means has selected the first control, a movement vector based
on the input coordinate point and a predetermined coordinate
point, and moves a display area of the virtual space in accor-
dance with the movement vector, which display area is dis-
played on the display device. The second control means
moves, when the control selection means has selected the
second control, the objectto a position in the virtual space, the
position corresponding to the input coordinate point. The
display control means causes the display device to display the
virtual space within the display area.

A twenty-fourth aspect is a storage medium storing an
information processing program to be executed by a com-
puter of an information processing apparatus for displaying a
virtual space on a display device and moving an object in the
virtual space in accordance with an output from a pointing
device, which pointing device outputs an input coordinate
point based on a screen coordinate system of the display
device in accordance with an operation performed by a user.
The information processing program causes the computer to
function as coordinate point obtaining means, control selec-
tion means, first control means, second control means and
display control means. The coordinate point obtaining means
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obtains the input coordinate point from the pointing device.
The control selection means selects, based on an operation
performed by the user, either one of a first control and a
second control which is different from the first control. The
first control means calculates, when the control selection
means has selected the first control, a movement vector based
on the input coordinate point and a predetermined coordinate
point, and moves the object within the virtual space in accor-
dance with the movement vector. The second control means
moves, when the control selection means has selected the
second control, the objectto a position in the virtual space, the
position corresponding to the input coordinate point. The
display control means causes the display device to display a
display area of the virtual space.

In fifteenth and twenty-fifth aspects respectively based on
the fourteenth and twenty-fourth aspects, the pointing device
is a touch panel covering a display screen of the display
device. The coordinate point obtaining means obtains, as the
input coordinate point, a touch coordinate point outputted
from the touch panel. The control selection means selects the
first control when the user is performing a touch operation on
the touch panel, and selects the second control when the user
is not performing a touch operation on the touch panel. When
the touch panel is in a state of being touched, the first control
means calculates the movement vector based on a current
touch coordinate point obtained by the coordinate point
obtaining means and the predetermined coordinate point.
When the touch panel is in a state of not being touched, the
second control means moves the object to a position in the
virtual space, the position corresponding to the touch coordi-
nate point which the coordinate point obtaining means has
obtained immediately before the touch-panel has entered the
state of not being touched.

In sixteenth and twenty-sixth aspects respectively based on
the fifteenth and twenty-fifth aspects, when the touch panel is
in the state of being touched, the first control means moves the
object in the virtual space in accordance with the movement
vector, and then, based on a position of the object, moves the
display area of the virtual space which is displayed on the
display device.

In seventeenth and twenty-seventh aspects respectively
based on the fifteenth and twenty-fifth aspects, the second
control means further moves, based on the position of the
object in the virtual space, the display area of the virtual
space, which is displayed on the display device.

In eighteenth and twenty-eighth aspects respectively based
on the sixteenth and twenty-sixth aspects, the first control
means determines, based on a position of a touch coordinate
point on the display screen of the display device, a moving
velocity at which the object moves within the virtual space.

In nineteenth and twenty-ninth aspects respectively based
onthe fifteenth and twenty-fifth aspects, the movement vector
is a vector from a predetermined coordinate point on the touch
panel to the touch coordinate point.

In twentieth and thirtieth aspects respectively based on the
fifteenth and twenty-fifth aspects, the movement vector is a
vector from a predetermined coordinate point in the virtual
space to a coordinate point in the virtual space which coin-
cides with the touch coordinate point.

In twenty-first and thirty-first aspects respectively based on
the fifteenth and twenty-fifth aspects, the movement vector is
a vector from a coordinate point indicating a position of the
object placed in the virtual space to a coordinate point in the
virtual space which coincides with the touch coordinate point.

In twenty-second and thirty-second aspects respectively
based on the fifteenth and twenty-fifth aspects, the first con-
trol means: calculates the movement vector from a coordinate
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6

point indicating a position of the object placed in the virtual
space to a coordinate point in the virtual space which coin-
cides with the current touch coordinate point obtained by the
coordinate point obtaining means; moves the object within
the virtual space in accordance with the movement vector;
and moves the display area of the virtual space such that the
position of the object is at a center of the display area. The
second control means moves the object to a position in the
virtual space, which position coincides with the touch coor-
dinate point which the coordinate point obtaining means has
obtained immediately before the touch-panel has entered the
state of not being touched, and moves the display area of the
virtual space such that the position of the object is at the center
of'the display area.

In twenty-third and thirty-third aspects respectively based
on the fourteenth and twenty-fourth aspects, the control selec-
tion means selects the first control when a predetermined
operation signal different from the input coordinate point is
being inputted, and selects the second control when the pre-
determined operation signal is not inputted. When the prede-
termined operation signal is being inputted, the first control
means calculates the movement vector based on a current
input coordinate point obtained by the coordinate point
obtaining means and the predetermined coordinate point.
When the predetermined operation signal is not inputted, the
second control means moves the object to a position in the
virtual space, the position corresponding to the input coordi-
nate point which the coordinate point obtaining means has
obtained immediately before the predetermined operation
signal has ceased to be inputted.

According to the above first aspect, an operation for con-
tinuously moving the display area and an operation for speci-
fying a destination of the object can be both performed by a
series of operations performed by a user. In other words, the
user is allowed to specify the destination of the object while
changing the display area displayed on the display screen, and
perform such an operation intuitively.

The above third aspect enables an operation, for moving
the display area in accordance with the position of the object
while continuously moving the object, to be performed in
response to the touch operation performed on the touch panel.

The above fourth aspect allows an operation, for moving
the display area in accordance with the position of the object
while moving the object to a position at which a touch opera-
tion has been performed immediately before the touch panel
has entered the state of not being touched, to be performed in
response to a cessation of the touch operation on the touch
panel.

According to the above fifth aspect, the moving velocity of
the object changes based on a position touched by the user.
For example, a game process, for causing the moving velocity
which is set when an outer edge portion of the touch panel is
touched to be higher than the moving velocity which is set
when a position near the center of the touch panel is touched,
is allowed to be performed.

According to the above sixth aspect, the object can be
moved in accordance with the movement vector based on the
touch panel coordinate system.

According to the above seventh aspect, the object can be
moved in accordance with the movement vector based on a
coordinate system set in the virtual space.

According to the above eighth aspect, in the coordinate
system set in the virtual space, the object can be moved in
accordance with the movement vector based on the position
of the object placed in the virtual space.

The above ninth aspect enables an operation, for moving
the display area in accordance with the position of the object
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while continuously moving the object, to be performed in
response to the touch operation performed on the touch panel,
and also enables an operation, for moving the display area in
accordance with the position of the object while moving the
object to a position at which a touch operation has been
performed immediately before the touch panel has entered
the state of not being touched, to be performed in response to
a cessation of the touch operation on the touch panel.

According to the above eleventh aspect, an operation for
continuously moving the object and an operation for speci-
fying the destination of the object can be both performed by a
series of operations performed by the user. In other words, the
user is allowed to specify the destination of the object while
continuously moving the object, and perform such an opera-
tion intuitively.

According to the above second and twelfth aspects, in the
case where a touch panel is used as a pointing device, a
plurality of operation instructions can be intuitively given by
a series of touch operations from a start of a touch operation
to a time point immediately after the touch panel has entered
the state of not being touched.

According to the above tenth and thirteenth aspects, a
plurality of operation instructions can be intuitively given
based on a series of coordinate point input operations, by
selecting the first control or second control in accordance
with whether or not an operation signal is being inputted, for
example, whether or not an operation button is being pressed.

Further, according to the storage medium storing the infor-
mation processing program of certain exemplary embodi-
ments, the same effects as those of the above-described infor-
mation processing apparatus can be obtained.

These and other features, aspects and advantages of the
certain exemplary embodiments described herein will
become more apparent from the following detailed descrip-
tion when taken in conjunction with the accompanying draw-
ings.

BRIEF DESCRIPTION OF THE DRAWINGS

FIG. 1is an external view of a game apparatus 1 executing
a game program of an exemplary embodiment;

FIG. 2 is a block diagram showing an internal configura-
tion of the game apparatus 1 of FIG. 1;

FIG. 3 shows exemplary screen displays on a first LCD 11
and a second LCD 12 of FIG. 1;

FIG. 4 illustrates a relationship between a position, at
which a touch operation is performed on a game image dis-
played on the second LCD 12 of FIG. 1, and a movement of
a player character PC.

FIG. 5A shows an example of a situation in which a des-
ignated coordinate point PO and target coordinate point P2
have been calculated in accordance with a touch operation;

FIG. 5B shows an example in which after the target coor-
dinate point P2 shown in FIG. 5A is set, the player character
PC is moved and then displayed.

FIG. 6A shows an example of a situation in which the
designated coordinate point P0 has been calculated in accor-
dance with a touch-off operation;

FIG. 6B shows an example in which after the designated
coordinate point PO shown in FIG. 6A is set, the player
character PC is moved and then displayed;

FIG. 7 shows an example of various pieces of data which
are stored in a RAM 24 in response to an execution of the
game program;

FIG. 8 is a flowchart showing a game process which the
game apparatus 1 performs by executing the game program of
an exemplary embodiment;
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FIG. 9 shows a subroutine showing in detail operations
performed in a player character position determination pro-
cess at step 57 of FIG. 8;

FIG. 10 shows a subroutine showing in detail operations
performed in a scroll process at step 58 of FIG. 8;

FIG. 11 shows an example in which an operation area on a
touch panel 15 is divided into a high velocity area on a outer
edge portion of the touch panel and a low velocity area on a
central portion of the touch panel;

FIG. 12 shows an example of a scroll restricted area Slmt
set on a two-dimensional plane S in a virtual game world;

FIG. 13 A shows an example in which a target coordinate
point Pm is set to be, in a side scroll restricted area Slmtl, in
an upper-left direction from a current position coordinate
point Ppc;

FIG. 13B shows an example in which after the target coor-
dinate point Pm shown in FIG. 13 A is set, the player character
PC is moved and then displayed;

FIG. 14 is a flowchart showing a game process of a first
variation which the game apparatus 1 performs by executing
the game program of an exemplary embodiment;

FIG. 15 is a flowchart showing a game process of a second
variation which the game apparatus 1 performs by executing
the game program of an exemplary embodiment; and

FIG. 16 shows an example in which upper edge, lower
edge, left side edge and right side edge portions of the second
LCD 12 (touch panel 15) each are provided with a scroll area
SC.

DETAILED DESCRIPTION

With reference to the drawings, an information processing
apparatus executing an information processing program
according to an exemplary embodiment will be described.
The information processing program according to certain
exemplary embodiments can be applied by being executed by
an arbitrary computer system which is capable of providing a
display on a display device. Hereinafter, a description will be
given using the information processing program contained in
a game program executed by a game apparatus 1 which is an
example of the information processing apparatus. FIG. 1 is an
external view of the game apparatus 1 executing the game
program of certain exemplary embodiments. Here, a hand-
held game apparatus is shown as an example of the game
apparatus 1.

In FIG. 1, the game apparatus 1 includes a first LCD (Liq-
uid Crystal Display) 11 and a second LCD 12. A housing 13
comprises an upper housing 13a and alower housing 135, and
the first LCD 11 is accommodated in the upper housing 13a,
and the second LCD 12 is accommodated in the lower hous-
ing 135. Resolutions of the first LCD 11 and second LCD 12
are both 256 dotsx192 dots. Note that, although an L.CD is
used as a display device in this exemplary embodiment, any
other display devices such as a display device using an EL
(Electro Luminescence) may be used. Also, the resolutions of
the first LCD 11 and second LCD 12 may be at any level.

The upper housing 13« is provided with sound holes 18«
and 185 for outputting sounds from a later-described pair of
loudspeakers (30a and 3056 shown in FIG. 2) to the exterior.

The lower housing 135 is provided with input devices as
follows; a cross switch 14a, a start switch 145, a select switch
14c, an “A” button 144, a “B” button 14e, an “X” button 14/,
a“Y” button 14g, a power switch 14/, an “L”” button 141, and
an “R” button 14R. Here, the L button 14L and R button 14R
are provided on a side surface of an upper portion of the lower
housing 135. Since the L button 141 and R button 14R are
provided behind the upper housing 13a shown in FIG. 1, these
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buttons are not shown in FIG. 1. In addition, a touch panel 15
is provided on a screen of the second LCD 12 as another input
device. The lower housing 134 further includes insertion
openings (shown by dashed-dotted lines in FIG. 1) for storing
a memory card 17 and a stick 16.

The touch panel 15 may be of any type such as a resistive
film type, an optical type (infrared type), or a capacitive
coupling type. The touch panel 15 is an exemplary pointing
device having a function of outputting, when a surface thereof
is touched with the stick 16, coordinate point data which
corresponds to a touch position. Though the following
description is provided on an assumption that the player uses
the stick 16 to perform a touch operation on the touch panel
15, of course the touch operation on the touch panel 15 may be
performed using a pen (stylus pen) or a finger instead of the
stick 16. The touch panel 15 used in this exemplary embodi-
ment has a same resolution at 256 dotsx192 dots (detection
accuracy) as that of the second LCD 12. However, the reso-
Iutions of the touch panel 15 and the second LCD 12 may not
necessarily be consistent with each other.

The memory card 17 is a storage medium having a game
program stored therein, and placed in the insertion slot pro-
vided at the lower housing 135 in a removable manner.

Next, an internal configuration of the game apparatus 1 will
be described with reference to FIG. 2. FIG. 2 is a block
diagram showing the internal configuration of the game appa-
ratus 1.

InFIG. 2, aCPU core 21 is mounted on an electronic circuit
board 20 which is to be housed in the housing 13. Via abus 22,
the CPU core 21 is connected to a connector 23, an input/
output interface circuit (shown as I/F circuit in the diagram)
25, a first GPU (Graphics Processing Unit) 26, a second GPU
27,a RAM 24, an LCD controller 31 and a wireless commu-
nication section 33. The memory card 17 is connected to the
connector 23 in a removable manner. The memory card 17
includes a ROM 174 for storing a game program and a RAM
175 for storing backup data in a rewritable manner. The game
program stored in the ROM 174 of the memory card 17 is
loaded to the RAM 24, and the game program having been
loaded to the RAM 24 is executed by the CPU core 21. In
addition to the game program, the RAM 24 stores as neces-
sary, e.g., data for generating temporary data which is
obtained by the CPU core 21 executing the game program.
Connected to the I/F circuit 25 are the touch panel 15, the right
loudspeaker 30a, the left loudspeaker 305, and an operation
switch section 14 comprising the cross switch 14a, the “A”
button 144 and others shown in FIG. 1. The right loudspeaker
30a and the left loudspeaker 306 are arranged inside the
sound holes 18a and 185, respectively, and these loudspeak-
ers reproduce sounds in accordance with sound output infor-
mation generated by the CPU core 21.

A first VRAM (Video RAM) 28 is connected to the first
GPU 26, and a second VRAM 29 is connected to the second
GPU 27. In accordance with an instruction from the CPU core
21, the first GPU 26 generates a first display image based on
data used for display image generation which is stored in the
RAM 24, and writes the first display image into the first
VRAM 28. The second GPU 27 also follows an instruction
from the CPU core 21 to generate a second display image, and
writes the second display image into the second VRAM 29.
The first VRAM 28 and the second VRAM 29 are connected
to the LCD controller 31.

The LCD controller 31 includes a register 32. The register
32 stores a value of either 0 or 1 in accordance with an
instruction from the CPU core 21. When the value of the
register 32 is 0, the LCD controller 31 outputs to the first LCD
11 a first game image which has been written into the first
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VRAM 28, and outputs to the second LCD 12 a second game
image which has been written into the second VRAM 29.
When the value of the register 32 is 1, the first game image
which has been written into the first VRAM 28 is outputted to
the second LCD 12, and the second game image which has
been written into the second VRAM 29 is outputted to the first
LCD 11.

The wireless communication section 33 has functions for
exchanging, with the wireless communication section 33 of
another game device, data used for a game process and other
data. For example, the wireless communication section 33
provides a wireless communication function complying with
a wireless LAN standard IEEE 802.11. The wireless commu-
nication section 33 outputs received data to the CPU core 21.
Also, the wireless communication section 33 transmits, to
another game device, data specified by the CPU core 21.

The game program (information processing program) of an
exemplary embodiment can be supplied to a computer system
not only by way of an external storage medium such as the
memory card 17, but also by way of a wired or wireless
communication path. The game program can also be stored in
advance in a nonvolatile storage device inside of the computer
system. Note that, an information storage medium for storing
the game program is not limited to the above-mentioned
nonvolatile storage device such as a nonvolatile semiconduc-
tor memory. The information storage medium may be a CD-
ROM, DVD, or other similar optical disc storage medium.

Prior to detailed descriptions of processing, which is per-
formed by the game apparatus 1 in accordance with the game
program executed by the game apparatus 1, descriptions of
exemplary display manners, in which displays are provided
on the first LCD 11 and second LCD 12 as a result of the
processing, descriptions of exemplary processes and the like
will be given with reference to FIGS. 3 to 6. Note that, FIG. 3
shows exemplary screen displays on the first LCD 11 and
second LCD 12. FIG. 4 illustrates a relationship between a
position, at which a touch operation is performed on a game
image displayed on the second LCD 12, and a movement of a
player character PC. FIG. 5 illustrates an exemplary manner
in which the player character PC moves and the screen scrolls
when a touch operation is being performed on the touch panel
15. FIG. 6 illustrates an exemplary manner in which the
player character PC moves and the screen scrolls immediately
after the player performs a touch-oft operation on the touch
panel 15 (hereinafter, to remove the stick 16, a finger or the
like from the touch panel 15 is described as “perform a touch-
off operation™, and a state where a touch operation is not
performed on the touch panel 15, i.e., a state where the touch
panel 15 is not touched by the stick 16, a finger or the like, is
referred to as “touch-off state”).

FIG. 3 shows the first LCD 11 and second LCD 12 of the
game apparatus 1, on each of which a game image is dis-
played. To be specific, a display on the first LCD 11 shows a
state of the entire virtual game world within which the player
character PC is allowed to move around, and also shows a
position of the player character PC in the virtual game world.
The second LCD 12 displays a part of the entire virtual game
world, in which the player character PC is positioned at the
center thereof.

The example of virtual game world in FIG. 3 shows, with a
map-like display, a two-dimensional plane on which the
player character PC is allowed to move around. A player of
the game apparatus 1 plays a game in which the player causes
the player character PC to move on the two-dimensional
plane by performing a touch operation on the touch panel 15
provided on a surface of the second LCD 12. Here, the player
character PC is set as a game object which is allowed to move
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along roads (reverse printed areas of FIGS. 3 to 6) on the
two-dimensional plane. In the two-dimensional plane, areas
which the player character PC cannot enter are shown as
pattern areas such as diagonal line areas. In the below descrip-
tion, these pattern areas are occasionally referred to as
“obstacles”.

In FIG. 4, when the player performs a touch operation on
the touch panel 15, a position in the virtual game world which
coincides with a touch position of the touch operation (a
designated coordinate point P0) is calculated. Then, the
player character PC moves on the two-dimensional plane in a
direction of the designated coordinate point P0 (as indicated
by an arrow A in FIG. 4). In this example of the game, a
displayed position of the virtual game world is controlled
such that the player character PC is displayed on a predeter-
mined position on the second LCD 12 (e.g., the center of the
second LCD 12). To be specific, when the player character PC
moves on the two-dimensional plane, the two-dimensional
plane moves (scrolls) in an opposite direction to the moving
direction of the player character PC (as indicated by arrows B
in FIG. 4).

For example, as shown in FIG. 5A, the player character PC
is positioned at a current position coordinate point P1 on the
two-dimensional plane, and displayed at the center of the
second LCD 12. At this point, if the player performs a touch
operation, and the designated coordinate point P0 is calcu-
lated as aresult, a target coordinate point P2, which is present
on a path from the current position coordinate point P1 to the
designated coordinate point PO on the two-dimensional
plane, is calculated. Then, the player character PC moves on
the two-dimensional plane in a direction of the target coordi-
nate point P2.

Here, as shown in FIG. 5B, when the player character PC
moves on the two-dimensional plane in the direction of the
target coordinate point P2 (as indicated by a dashed line arrow
in FIG. 5B), the displayed position of the virtual game world
is controlled such that the player character PC is always
displayed at the center of the second LCD 12. To be specific,
on the second LCD 12, the two-dimensional plane moves in
the opposite direction to the moving direction of the player
character PC (as indicated by reverse printed arrows in FIG.
5B) such that the display position of the player character PC
does not change. Further, when the player changes the touch
position on the touch panel 15, or even when the player keeps
performing the touch operation at the same position on the
touch panel 15, a position on the two-dimensional plane
which coincides with the touch position moves in accordance
with the above-described scrolling of the two-dimensional
plane, and a new designated coordinate point P0 is calculated.
For example, as shown in FIG. 5B, when the player character
PC is placed at the current position coordinate point P1, a
designated coordinate point P0o is calculated, and when the
player character PC has moved to the target coordinate point
P2, a new designated coordinate point P0 is calculated. Thus,
not only when the player changes the touch position but also
when the player keeps performing the touch operation at the
same position, the designated coordinate point P0 is updated
in accordance with the movement of the player character PC.
Therefore, by performing a touch operation keeping a touch-
on state (hereinafter, a state where a touch operation is being
performed on the touch panel 15, i.e., a state where the touch
panel 15 is being touched by the stick 16, a finger or the like,
is referred to as “touch-on state”, and to perform a touch
operation on the touch panel 15, i.e., to touch the touch panel
15 by the stick 16, a finger or the like, is described as “perform
atouch-on operation™), the player is allowed to have an opera-
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tion feeling as if the player were always directing the moving
direction of the player character PC.

As shown in FIG. 6 A, when the player removes the stick 16
from the touch panel 15 (i.e, when the player performs a
touch-off operation), updating of the designated coordinate
point PO is terminated. In this case, the player character PC
continues moving on the two-dimensional plane toward the
designated coordinate point PO (as indicated by an arrow in
FIG. 6 A) which have been calculated immediately before the
touch-off operation.

As shown in FIG. 6B, when the player character PC moves
on the two-dimensional plane toward the designated coordi-
nate point PO calculated immediately before the touch-off
operation, the displayed position of the virtual game world is
controlled such that the player character PC is always dis-
played at the center of the second LCD 12. To be specific, also
when the state is touch-off, on the second LCD 12, the two-
dimensional plane moves in the opposite direction to the
moving direction of the player character PC (as indicated by
reverse printed arrows in FIG. 6B) such that the display
position of the player character PC does not change. This
allows the player to move the player character PC to a position
onthe two-dimensional plane, which coincides with the touch
position obtained immediately before the touch-off opera-
tion. Thus, the player can control the moving direction of the
player character PC and also specify a destination position of
the player character PC, by a same series of touch operations.

Next, with reference to FIGS. 7 to 10, the processing,
which is performed by the game apparatus 1 in accordance
with the game program executed by the game apparatus 1,
will be described in detail. FIG. 7 shows an example of
various pieces of data which are stored in the RAM 24 in
response to the execution of the game program. FIG. 8 is a
flowchart showing a game process which the game apparatus
1 performs by executing the game program. FIG. 9 shows a
subroutine showing in detail operations performed in a player
character position determination process at step 57 of FIG. 8.
FIG. 10 shows a subroutine showing in detail operations
performed in a scroll process at step 58 of FIG. 8. Note that,
programs for executing these processes are contained in the
game program stored in the ROM 17a. When power is turned
on for the game apparatus 1, these programs in the ROM 174
are loaded to the RAM 24, and then executed by the CPU core
21.

As shown in FIG. 7, the RAM 24 stores the programs
loaded from the ROM 174 and temporary data which is gen-
erated when the game process is performed. As shown in FIG.
7, touch coordinate point data Da, designated coordinate
point data Db, moving velocity data Dc, player character
position coordinate point data Dd, moving target coordinate
point data De, character display position data Df, scroll
counter data Dg, displayable area data Dh, counter movable
area data Di, image data Dj and the like are stored in a data
storage area of the RAM 24.

The touch coordinate point data Da stores data indicating a
touch coordinate point TP which indicates a touch position in
ascreen coordinate system, at which touch position the player
touches the touch panel 15. For example, the touch coordinate
point TP is repeatedly obtained at a cycle at which the game
process is performed by the game apparatus 1 (e.g., every Yo
sec). When obtained, the touch coordinate point TP is stored
in the touch coordinate point data Da for update.

The designated coordinate point data Db is coordinate
point data indicating a position in the virtual game world,
which position coincides with the touch coordinate point TP.
This coordinate point data indicates the aforementioned des-
ignated coordinate point P0. For example, the designated
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coordinate point PO is obtained by performing perspective
transformation of the touch coordinate point TP into the vir-
tual game world. As one example, the designated coordinate
point PO is obtained by calculating a position on the two-
dimensional plane, which position is displayed at the touch
coordinate point TP.

The moving velocity data Dc is data indicating a velocity V
at which the player character PC moves in the virtual game
world. The player character position coordinate point data Dd
is data indicating a current position of the player character PC
in the virtual game world (current position coordinate point
Ppc). The moving target coordinate point data De is data
indicating a position in the virtual game world, which posi-
tion is a target toward which the player character PC moves
(target coordinate point Pm). The character display position
data Df'is data indicating a position on the second LCD 12, in
which position the player character PC is displayed (character
display position Dc). This position is usually set to a prede-
termined position on the screen, for example, the center of the
screen as described above. The scroll counter data Dg is data
indicating a position (scroll counter Sc) of a display area of
the virtual game world, which display area is displayed on the
second LCD 12. The displayable area data Dh is data indicat-
ing an area of the virtual game world which is displayable on
the second LCD 12 (displayable area Wlmt). The counter
movable area data Di is data indicating a later-described area
which corresponds to the displayable area Wlmt and within
which the below-described scroll counter Sc can take values
(counter movable area Dlmt). The image data Dj contains
background image data Djl, player character image data Dj2
and the like. The background image data Dj1 is image data for
displaying, on the game screen, a background image of the
virtual game world (e.g., the aforementioned map-like two-
dimensional plane). The player character image data Dj2 is
image data for displaying, on the game screen, the player
character PC in the virtual game world.

First, when a power switch (not shown) of the game appa-
ratus 1 is turned on, the CPU core 21 executes a boot program
(not shown), whereby the game program stored in the
memory card 17 is loaded into the RAM 24. When the CPU
core 21 executes the loaded game program, steps shown in
FIGS. 81010 (each step in FIGS. 8 to 10 is abbreviated as “S™)
are performed.

In FIG. 8, the CPU core 21 performs initial settings of the
game (step 51), and then proceeds to a next step of the pro-
cessing. For example, the initial settings performed by the
CPU core 21 at step 51 are: setting the two-dimensional plane
in the virtual game world; and setting a later-described scroll
restricted area on the two-dimensional plane. Also, the CPU
core 21 sets, as the initial settings, the current position coor-
dinate point Ppc and target coordinate point Pm so as to
indicate predetermined positions on the two-dimensional
plane. The CPU core 21 also initializes game parameters such
as the touch coordinate point TP, designated coordinate point
P0 and moving velocity V (for example, each parameter is
initialized to 0).

Next, the CPU core 21 determines whether or not the
player is performing a touch operation on the touch panel 15,
i.e., whether or not the current state is touch-on (step 52).
When the current state is touch-on, the CPU core 21 proceeds
to a next step 53 of the processing. On the other hand, when
the player is not performing a touch operation on the touch
panel 15, i.e., when the current state is touch-off, the CPU
core 21 proceeds to a next step 56 of the processing.

At step 53, the CPU core 21 obtains the touch coordinate
point TP indicating a touch position in the screen coordinate
system, at which the touch panel 15 is touched. Then, the
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processing proceeds to a next step. For example, the CPU core
21 updates the touch coordinate point TP stored in the touch
coordinate point data Da, by using the obtained touch coor-
dinate point TP.

Next, based on the obtained touch coordinate point TP, the
CPU core 21 calculates the designated coordinate point PO in
the virtual game world (step 54), and then proceeds to a next
step of the processing. For example, the designated coordi-
nate point P0 is obtained by performing perspective transfor-
mation of the touch coordinate point TP into the virtual game
world. As one example, the designated coordinate point PO is
obtained by calculating a position on the two-dimensional
plane, which position is displayed on the second LCD 12 at
the touch coordinate point TP. Then, the CPU core 21 updates
the designated coordinate point data Db by using data indi-
cating the calculated designated coordinate point P0.

Next, the CPU core 21 determines the moving velocity V in
accordance with the obtained touch coordinate point TP, and
updates the moving velocity data Dc (step 55). Then, the
processing proceeds to a next step 57. For example, as shown
in FIG. 11, the touch panel 15 is divided into a plurality of
areas, and the moving velocity V is determined based on
which area among the plurality of areas the touch coordinate
point TP belongs to. In an example shown in FIG. 11, the
touch panel 15 is divided into a high velocity area, which is an
outer edge portion of the touch panel, and a low velocity area
which is a central portion of the touch panel. In this case, the
CPU core 21 sets the moving velocity V to be low when the
touch coordinate point TP belongs to the low velocity area,
whereas the CPU core 21 sets the moving velocity V to be
high when the touch coordinate point TP belongs to the high
velocity area. Note that, the above plurality of areas may be
provided by dividing the touch panel 15 in a different manner.
The touch panel 15 may be divided into more than two areas,
and these areas may be set such that the moving velocity V
continuously changes. It is understood that when the CPU
core 21 sets the moving velocity V for each of the divided
areas, various settings are realized. Setting the moving veloc-
ity V in this manner allows the moving direction and moving
velocity to be specified at the same time. Here, in the process
performed at the above step 55, the moving velocity V may be
set to be a predetermined fixed value as necessary.

On the other hand, when it is determined at the above step
52 that the current state is touch-off, the CPU core 21 sets the
moving velocity V to a predetermined velocity, and updates
the moving velocity data Dc (step 56). Then, the processing
proceeds to a next step 57.

At step 57, the CPU core 21 performs a process for deter-
mining the current position coordinate point Ppc of the player
character PC, and then proceeds to a next step of the process-
ing. Hereinafter, the player character position determination
process will be described with reference to FIG. 9.

In FIG. 9, the CPU core 21 calculates the target coordinate
point Pm by using the current position coordinate point Ppc,
designated coordinate point PO and moving velocity V, and
updates the moving target coordinate point data De (step 71).
Then, the processing proceeds to anext step. For example, the
CPU core 21 calculates the target coordinate point Pm indi-
cating a position which has been moved on the two-dimen-
sional plane, by a variation in proportion to the moving veloc-
ity V, from the current position coordinate point Ppc in a
direction of the designated coordinate point PO (e.g., a point
P2 shown in FIG. 5A).

Next, the CPU core 21 determines whether or not there is
an obstacle between the current position coordinate point Ppc
and target coordinate point Pm on the two-dimensional plane
(step 72). Referred to as an obstacle here is an area or object
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which becomes an obstacle for the movement of the player
character PC on the two-dimensional plane, for example, the
above-described pattern areas which the player character PC
cannot enter. When there is an obstacle, the CPU core 21
proceeds to a next step 73 of the processing, whereas when
there is not an obstacle, the CPU core 21 proceeds to a next
step 74 of the processing.

At step 73, the CPU core 21 changes the target coordinate
point Pm so as to indicate a position in front of the obstacle
whose presence has been confirmed at the above step 72, and
updates the moving target coordinate point data De. Then, the
processing proceeds to a next step 74. The position to be
described as “in front of the obstacle” may be an intersection
point at which a route from the current position coordinate
point Ppc to the target coordinate point Pm intersects, at the
side of current position coordinate point Ppc, with the
obstacle. Here, the target coordinate point Pm may be pro-
cessed for each coordinate system such that only the x-coor-
dinate or y-coordinate thereof is changed to be that of a
coordinate point in front of the obstacle. Alternatively, the
target coordinate point Pm may be changed to indicate,
among positions beside the obstacle, a nearest position to the
target coordinate point Pm, so as to enable the player charac-
ter PC to move along the obstacle.

At step 74, the CPU core 21 sets the current position
coordinate point Ppc to the current target coordinate point
Pm, and updates the player character position coordinate
point data Dd. Then, the process of the subroutine ends.

Referto FIG. 8 again. After the process at the above step 57
for determining the current position coordinate point Ppc of
the player character PC, the CPU core 21 performs the scroll
process (step 58), and then proceeds to a next step of the
processing. Hereinafter, the scroll process will be described
with reference to FIG. 10.

In FIG. 10, the CPU core 21 obtains the target coordinate
point Pm stored in the moving target coordinate point data De
(step 81). The CPU core 21 calculates the scroll counter Sc
from the target coordinate point Pm, and stores the scroll
counter Sc in the scroll counter data Dg (step 82). Then, the
CPU core 21 determines whether or not the scroll counter Sc
is within the counter movable area Dlmt (step 83). When the
scroll counter Sc is within the counter movable area Dlmt, the
CPU core 21 proceeds to a next step 84 of the processing. On
the other hand, when the scroll counter Sc is outside of the
counter movable area Dlmt, the CPU core 21 proceeds to a
next step 86 of the processing.

As shown in FI1G. 12, in the two-dimensional plane S set in
the virtual game world, the displayable area Wimt is set. To be
specific, only an area within the displayable area Wlmt of the
virtual game world is set to be displayed on the second LCD
12. The displayable area Wimt is also an area of the virtual
game world, in which area the player character PC can move
around. As shown in FIG. 12, the aforementioned display area
is set to be a predetermined area containing the player char-
acter PC positioned at the center thereof. This display area can
be moved in accordance with a movement of the player char-
acter PC. An area within which the display area can be moved
is the displayable area Wlmt. Note that, in another exemplary
embodiment, when the display position of the player charac-
ter PC is set to be a predetermined position other than the
center of the screen, the display position of the player char-
acter PC is set to the predetermined position accordingly. The
scroll counter Sc indicates a position of the display area. In
this exemplary embodiment, the scroll counter Sc indicates a
position of an upper left corner of the display area of the
virtual game world, for example. Here, a variation from the
center to the upper left corner of the display area may be set as
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a predetermined fixed vector. Accordingly, at the above step
82, as shown in FIG. 12, the scroll counter Sc is calculated as
a position which has been moved from the target coordinate
point Pm by the vector.

Since the area within which the display area can be moved
is the displayable area Wimt, when the scroll counter Sc is set
to the upper left corner of the display area, an area within
which the scroll counter Sc can be moved is the counter
movable area DImt which is shown as a shaded area in FIG.
12. Accordingly, the CPU core 21 determines at the above
step 83 whether or not the scroll counter Sc calculated at the
above step 82 is contained in the counter movable area Dlmt.

In the case of determining at the above step 83 that the
scroll counter Sc is contained in the counter movable area
Dlmt, this determination indicates that the player character
PC is displayable at the center of the screen (i.e., at the center
of'the display area). Accordingly, at step 84, the CPU core 21
determines the scroll counter Sc without moving the scroll
counter Sc, and then proceeds to a next step of the processing.

At step 85, the CPU core 21 determines a position on the
second LCD 12, at which position the player character PC is
to be displayed. To be specific, in order to display the player
character PC at the center of the screen, the CPU core 21 sets
a character display position Cd to the center of the display
area which is set based on the scroll counter Sc determined at
the above step 84, and then stores the character display posi-
tion Cd in the character display position data Df.

On the other hand, in the case of determining at the above
step 83 that the scroll counter Sc is not contained in the
counter movable area Dlmt, this determination indicates that
the display area deviates from the displayable area Wimt. For
this reason, at step 86, the CPU core 21 moves a position of
the scroll counter Sc such that one of boundaries of the dis-
play area contacts a boundary of the displayable area Wlmt,
i.e., such that the scroll counter Sc is positioned at the bound-
ary of the counter movable area Dlmt, and then the CPU core
21 stores the scroll counter Sc in the scroll counter data Dg.
The processing then proceeds to a next step 87.

At the time of setting the character display position Cd at
step 87, the CPU core 21 moves the character display position
Cd such that the character display position Cd is moved in an
opposite moving direction to that of the scroll counter Sc of
the above step 86 by an opposite moving amount as that of the
scroll counter Sc of the above step 86, and then the CPU core
21 stores the character display position Cd in the character
display position data Df. To be specific, since the display area
of the virtual game space has been moved, a position on the
screen, at which position the player character PC is displayed,
is moved in the opposite direction so as to maintain that the
position at which the player character PC is displayed corre-
sponds to the target coordinate point Pm. In other words, in
the case where the position of the player character PC is
moved when scrolling of the display cannot be performed any
more, the player character PC is displayed at a position devi-
ating from the center of the screen. After having performed
the process atthe above step 85 or 87, the CPU core 21 returns
to the main flow of the processing.

Return to FIG. 8. After the scroll process at the above step
58, the CPU core 21 performs a display process (step 59), and
then proceeds to a next step of the processing. To be specific,
the CPU core 21 displays, on the second LCD 12, the display
area of the virtual game space which is specified by the scroll
counter Sc. Then, the CPU core 21 further displays the player
character PC at the above-described character display posi-
tion Cd. In other words, the player character PC is positioned
at the current position coordinate point Ppc stored in the
player character position coordinate point data Dd. The CPU
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core 21 also performs a process for displaying, on the first
LCD 11, an image of the entire two-dimensional plane in
which the player character PC is positioned at the current
position coordinate point Ppc.

Next, the CPU core 21 determines whether to end the game
(step 60). For example, conditions for ending the game are:
when it is determined that the game has been successfully
finished or has been failed; and when the player has per-
formed an operation for ending the game. When it is deter-
mined to end the game, the CPU core 21 ends the processing
of the flowchart. On the other hand, when it is determined to
continue the game, the CPU core 21 returns to the above step
52 to reiterate the processing.

In the above description of the game process, an example
has been given in which a moving process of the player
character PC and a screen scroll process are performed in
accordance with a touch-on operation by the player, and the
moving process of the player character PC and screen scroll
process continue to be performed in accordance with a touch-
off operation. However, processes for realizing certain exem-
plary embodiments may be performed in different manners.
Hereinafter, a first variation of the game process will be
described with reference to FIG. 14. FIG. 14 is a flowchart
showing the game process of the first variation which the
game apparatus 1 performs by executing the game program
described herein. Programs for performing processes shown
herein are contained in the game program stored in the ROM
17a. When the power switch of the game apparatus 1 is turned
on, these programs are loaded from the ROM 174 to the RAM
24, and then executed by the CPU core 21.

In FIG. 14, the CPU core 21 performs initial settings of the
game (step 91), and then proceeds to a next step of the pro-
cessing. For example, the initial settings performed by the
CPU core 21 at step 91 are: setting the two-dimensional plane
in the virtual game world; and setting the current position
coordinate point Ppc and target coordinate point Pm so as to
indicate predetermined positions on the two-dimensional
plane. The CPU core 21 also initializes game parameters such
as the touch coordinate point TP, designated coordinate point
P0 and moving velocity V (for example, each parameter is
initialized to 0).

Next, the CPU core 21 determines whether or not the
current state is touch-on (step 92). When the current state is
touch-on, the CPU core 21 proceeds to a next step 93 of the
processing. Onthe other hand, when the current state is touch-
off, the CPU core 21 proceeds to a next step 96 of the pro-
cessing.

At step 93, the CPU core 21 obtains the touch coordinate
point TP indicating a touch position in the screen coordinate
system, at which touch position the touch panel 15 is touched.
Then, the processing proceeds to a next step. For example, the
CPU core 21 updates the touch coordinate point TP stored in
the touch coordinate point data Da, by using the obtained
touch coordinate point TP.

Next, the CPU core 21 calculates a vector M from the
center of the second LCD 12 to the touch coordinate point TP
(step 94). The CPU core 21 performs the scroll process based
on the vector M (step 95), and proceeds to a next step 99 of the
processing. For example, at the above step 95, the display area
of' the virtual game world is moved such that the entire image
of the virtual game world displayed on the display screen of
the second LCD 12 moves in a direction indicated by the
vector M. Here, since the vector M indicates a direction from
the center of the screen to the touch position, the screen scroll
process is performed based on a position where the player
performs a touch operation on the touch panel 15.
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On the other hand, at step 96, the CPU core 21 obtains the
touch coordinate point TP obtained last time, and proceeds to
anext step of the processing. Here, the touch coordinate point
TP obtained last time is the touch coordinate point TP
obtained immediately before a touch-off operation. Accord-
ingly, the CPU core 21 obtains the touch coordinate point TP,
which has been stored in the touch coordinate point data Da at
that point in time.

Next, the CPU core 21 calculates the designated coordinate
point PO in the virtual game world, which corresponds to the
touch coordinate point TP obtained at the above step 96 (step
97), and then proceeds to a next step of the processing. Since
the calculation of the designated coordinate point PO at step
97 is the same as that performed at the above-described step
54, a detailed description thereof will be omitted.

Next, the CPU core 21 performs a process for determining
the current position coordinate point Ppc of the player char-
acter PC (step 98), and proceeds to a next step 99 of the
processing. Here, in the player character position determina-
tion process at the above step 98, the moving velocity V is set
to a predetermined velocity in the same manner as that of the
above-described step 57. Therefore, a detailed description of
the player character position determination process at step 98
will be omitted.

At step 99, the CPU core 21 performs the display process,
and proceeds to a next step of the processing. To be specific,
the CPU core 21 places the player character PC at the current
position coordinate point Ppc stored in the player character
position coordinate point data Dd, and performs a process for
displaying, on the second LCD 12, the display area set at the
above step 95. The CPU core 21 also performs a process for
displaying, on the first LCD 11, an image of the entire two-
dimensional plane on which the player character PC is placed
at the current position coordinate point Ppc.

Next, the CPU core 21 determines whether or notto end the
game (step 100). For example, conditions for ending the game
are: when it is determined that the game has been successfully
finished or has been failed; and when the player has per-
formed an operation for ending the game. When it is deter-
mined to end the game, the CPU core 21 ends the processing
of the flowchart. On the other hand, when it is determined to
continue the game, the CPU core 21 returns to the above-
described step 92 to reiterate the processing.

As described above, in the game process of the first varia-
tion, the screen scroll process is performed in accordance
with a touch-on operation by the player, and the moving
process of the player character PC is performed in accordance
with a touch-off operation by the player.

Hereinafter, a second variation of the game process will be
described with reference to FIG. 15. FIG. 15 is a flowchart
showing the game process of the second variation which the
game apparatus 1 performs by executing the game program
described herein. Programs for performing processes shown
herein are contained in the game program stored in the ROM
17a. When the power switch of the game apparatus 1 is turned
on, these programs are loaded from the ROM 174 to the RAM
24, and then executed by the CPU core 21.

In FIG. 15, the CPU core 21 performs initial settings of'the
game (step 111), and then proceeds to a next step of the
processing. For example, the initial settings performed by the
CPU core 21 at step 111 are: setting the two-dimensional
plane in the virtual game world; and setting the current posi-
tion coordinate point Ppc and target coordinate point Pm so as
to indicate predetermined positions on the two-dimensional
plane. The CPU core 21 also initializes game parameters such
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as the touch coordinate point TP, designated coordinate point
P0 and moving velocity V (for example, each parameter is
initialized to 0).

Next, the CPU core 21 determines whether or not the
current state is touch-on (step 112). When the current state is
touch-on, the CPU core 21 proceeds to a next step 113 of the
processing. Onthe other hand, when the current state is touch-
off, the CPU core 21 proceeds to a next step 116 of the
processing.

At step 113, the CPU core 21 obtains the touch coordinate
point TP indicating a touch position in the screen coordinate
system, at which the touch panel 15 is touched. Next, the CPU
core 21 calculates the vector M from the center of the screen
of'the second LCD 12 to the touch coordinate point TP (step
114), and then proceeds to a next step of the processing. Since
the processes performed at steps 113 and 114 are the same as
those performed at the above-described steps 93 and 94,
detailed descriptions thereof will be omitted.

Next, the CPU core 21 calculates the target coordinate
point Pm based on the vector M (step 115), and then proceeds
to a next step 119 of the processing. For example, at the above
step 115, the CPU core 21 uses the current position coordinate
point Ppc and vector M to calculate the target coordinate point
Pm and then update the moving target coordinate point data
De. For example, the CPU core 21 converts a direction and
size of the vector M into a moving direction and moving
amount in the virtual game world. Then, the CPU core 21
calculates, as the target coordinate point Pm, a point which
has been moved on the two-dimensional plane from the cur-
rent position coordinate point Ppc in the above moving direc-
tion by a variation corresponding to the above moving
amount.

On the other hand, at step 116, the CPU core 21 obtains the
touch coordinate point TP obtained last time. Next, the CPU
core 21 calculates the designated coordinate point PO in the
virtual game world, which corresponds to the touch coordi-
nate point TP obtained at the above step 116 (step 117). Then,
after performing a process for determining the current posi-
tion coordinate point Ppc of the player character PC (step
118), the CPU core 21 proceeds to a next step 119 of the
processing. Since the processes at steps 116 to 118 are the
same as the processes at the above-described steps 96 to 98,
detailed description thereof will be omitted.

Atsstep 119, the CPU core 21 performs the display process,
and then proceeds to a next step of the processing. To be
specific, the CPU core 21 places the player character PC at the
current position coordinate point Ppc stored in the player
character position coordinate point data Dd, and performs a
process for displaying, on the second LCD 12, a predeter-
mined display area of the virtual game world. The CPU core
21 also performs a process for displaying, on the first LCD 11,
an image of the entire two-dimensional plane on which the
player character PC is placed at the current position coordi-
nate point Ppc.

Next, the CPU core 21 determines whether or not to end the
game (step 120). For example, conditions for ending the game
are: when itis determined that the game has been successfully
finished or has been failed; and when the player has per-
formed an operation for ending the game. When it is deter-
mined to end the game, the CPU core 21 ends the processing
of the flowchart. On the other hand, when it is determined to
continue the game, the CPU core 21 returns to the above-
described step 112 to reiterate the processing.

As described above, in the game process of the second
variation: a process, for moving the player character PC by
using a direction and moving amount corresponding to a
touch-on operation performed by the player, is performed;
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and a process, for moving the player character PC to a posi-
tion obtained immediately before a touch-off operation is
performed, is performed in accordance with the touch-off
operation.

Although the above-described second variation shows an
example in which the screen scroll process is not performed,
the screen scroll process may be performed in accordance
with a touch operation. For example, as shown in FIG. 16,
upper edge, lower edge, left side edge and right side edge
portions of the second LCD 12 (touch panel 15) each may be
provided with a scroll area SC. To be specific, the upper edge
portion of the second LCD 12 is provided with an upward
scroll area SCu with which to perform upward screen scroll-
ing; the lower edge portion of the second LCD 12 is provided
with a downward scroll area SCd with which to perform
downward screen scrolling; the left side edge portion of the
second LCD 12 is provided with a leftward scroll area SC1
with which to perform leftward screen scrolling; and the right
side edge portion of the second LCD 12 is provided with a
rightward scroll area SCr with which to perform rightward
screen scrolling. This allows the player to perform, by per-
forming a touch operation on any one of the scroll areas SC
while performing the above-described operation for moving
the player character PC during the touch-on state, screen
scrolling based on the touched scroll area SC. Since each
scroll area SC is set to a position corresponding to an actual
screen scrolling direction as shown in FIG. 16, the player can
readily recognize a direction in which the screen is scrolled.
Further, during the touch-on state, a direction in which to
move the player character PC coincides with a direction in
which the screen is scrolled. This improves operability.

Thus, the above-described processes performed by the
game apparatus 1 allow an operation, for moving an object by
using a coordinate point input performed by touching the
touch panel 15, to be more intuitively performed. To be spe-
cific, in certain exemplary embodiments, a plurality of opera-
tion inputs can be performed using touch-on and touch-off
operations of a series of touch operations. For example, cer-
tain exemplary embodiments realize an operation method by
which: an operation for moving the display area of the virtual
game world, which display area is displayed on the display
screen, can be performed during the touch-on state; and an
operation for specifying a destination of an object can be
performed during a touch-off state. Certain exemplary
embodiments further realize an operation method by which:
an operation for controlling the moving direction and moving
amount of the object can be performed during the touch-on
state; and an operation for specifying the destination of the
object can be performed during the touch-off state.

In the above description of the game process, the game, in
which the player character PC moves on the two-dimensional
plane set in the virtual game world, is used. However, the
certain exemplary embodiments described herein may be
applied to a game in which the player character PC moves
within a three-dimensional space. In this case, it is understood
that in a similar manner to that of the above-described pro-
cesses, the certain exemplary embodiments described herein
can be realized by calculating a position in the three-dimen-
sional space, which coincides with the touch coordinate point
TP, as a three-dimensional coordinate point, and also by cal-
culating other parameters three-dimensionally. In the above
first and second variations, a process, in which the vector M
from the center of the screen to the touch coordinate point TP
is used, is performed during the touch-on state. This process
is suitable for performing inputs for successive movements in
the three-dimensional space. This process also allows a posi-
tion in the three-dimensional space, which coincides with the
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touch coordinate point TP obtained when a touch-off opera-
tion is performed, to be precisely specified.

In the above description of the screen scroll process, an
example, in which the display area of the two-dimensional
plane set in the virtual game world is moved along the two-
dimensional plane, i.e., an example in which the display area
is moved two-dimensionally, is used. However, the display
area may be moved in a different manner. For example, in the
case where the player character PC moves on a three-dimen-
sional figure (e.g., a sphere) which is set in the virtual game
world, a process for rotating, based on the touch coordinate
point TP, the three-dimensional figure with respect to a virtual
camera may be performed so as to move the display area.
Further, the three-dimensional figure may be fixed, and a
process for moving, based on the touch coordinate point TP,
the virtual camera around the fixed three-dimensional figure
may be performed so as to move the display area.

Further, the above-described embodiment shows an exem-
plary liquid crystal display section having two screens, in
which the first LCD 11 and second LCD 12, which are physi-
cally separated from each other, are disposed one on top of the
other (i.e., the liquid crystal display section has an upper
screen and a lower screen). However, these two display
screens may have another structure. For example, the first
LCD 11 and second LCD 12 may be aligned side-by-side on
one principal surface of the lower housing 135. Further, a
vertically long L.CD, which has the same horizontal width as
the second LCD 12 and twice the vertical length ofthe second
LCD 12 (that is, the LCD is a physically single LCD but has
a display size of vertically provided two screens), may be
disposed on one principal surface of the lower housing 135 so
as to display the first and second game images one on top of
the other (that is, the first and second game images are dis-
played one on top of the other with no boundary portion being
provided). Moreover, a horizontally long L.CD, which has the
same vertical length as the second LCD 12 and twice the
horizontal width of the second L.CD 12, may be disposed on
one principal surface of the lower housing 135 so as to display
the first and second game images side-by-side (that is, the first
and second game images may be side-by-side displayed adja-
cent to each other with no boundary portion being provided).
That is, a physically single screen may be divided in two
screens so as to display the first and second game images,
respectively. The certain exemplary embodiments described
herein can be similarly realized with any of the aforemen-
tioned manners of displaying the game images, by disposing
the touch panel 15 on a screen on which the above-described
game image displayed on the second LCD 12 is displayed.
Furthermore, in the case where the physically single screen is
divided into two screens so as to display the first and second
game images, respectively, the touch panel 15 may be dis-
posed all over the whole screen (so as to cover the two
screens).

In addition, in the above-described embodiment, the touch
panel 15 is integrated into the game apparatus 1. Needless to
say, however, even if the game apparatus and the touch panel
are separately provided, the certain exemplary embodiments
described herein can be realized. Further, the touch panel 15
may be provided on the upper principal surface of the first
LCD 11 so as to display, on the first LCD 11, the above-
described game image displayed on the second LCD 12.
Furthermore, although two display screens (that is, the first
LCD 11 and second LCD 12) are provided in the above-
described embodiment, the number of display screens may be
one. That is, in the above-described embodiment, it is also
possible to provide only the second LCD 12 as a display
screen and the touch panel 15 thereon without the first LCD
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11 being provided. In addition, in the above-described
embodiment, the second LCD 12 may not be provided and the
touch panel 15 may be provided on the upper principal sur-
face of the first LCD 11. Then, the above-described game
image displayed on the second LCD 12 may be displayed on
the first LCD 11.

Although the touch panel 15 is used in the above-described
embodiment as an input device, which enables a coordinate
point input, of the game apparatus 1, a different pointing
device may be used. Used here as a pointing device is an input
device for designating an input position or coordinate point
on a screen. For example, when a mouse, a track pad, a track
ball or the like is used as input means, and positional infor-
mation in a screen coordinate system, which is calculated
based on an output value outputted from the input means, is
used, the certain exemplary embodiments described herein
can be realized in a similar manner.

In such a case, the certain exemplary embodiments
described herein can be realized by using the positional infor-
mation in the screen coordinate system as the touch coordi-
nate point TP for the above-described processing. However,
the determination in the above-described processing as to
whether the state is touch-on or touch-off is performed alter-
natively based on a presence, absence or change of an input
from the input means other than an input of the positional
information. For example, the determination whether the
state is touch-on or touch-off is performed alternatively based
on whether or not an operation button provided on the input
means is being pressed (e.g., whether a right or left mouse
button is being clicked).

In the case of a stationary game apparatus with which a
player holding a game controller plays a game, a different
pointing device may be used. For example, a camera fixed on
the housing of the game controller may be used as the point-
ing device. In this case, an image taken by the camera changes
in accordance with a change in a position pointed by the
housing of the game controller. Accordingly, a coordinate
point indicating a position on a display screen which is
pointed by the housing can be calculated by analyzing the
taken image.

In such a case, certain exemplary embodiments described
herein can be realized by using the coordinate point indicat-
ing the position pointed by the housing as the touch coordi-
nate point TP for the above-described processing. However,
the determination in the above-described processing as to
whether the state is touch-on or touch-off is performed alter-
natively based on a presence, absence or change of an input
from the game controller other than an input of the coordinate
point. As a first example, the determination whether the state
is touch-on or touch-off is performed alternatively based on
whether or not an operation button provided on the game
controller is being pressed (e.g., it is determined as touch-on
when an A button is being pressed). As a second example, the
game controller consists of two housings. These two housings
are: one housing on which the above-mentioned camera is
mounted; and the other housing on which a detection unit,
such as an acceleration sensor for outputting a signal inaccor-
dance with a motion of the said other housing, is fixed. In this
case, the determination whether the state is touch-on or touch-
off is performed alternatively based on the motion of the said
other housing (e.g., it is determined as touch-on when the said
other housing is tilted in a predetermined direction). As a third
example, the housing of the game controller is provided with
voice input means such as a microphone. In this case, the
determination is switched between touch-on and touch-off
when the player utters a predetermined sound.
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A pointing device of a stationary game apparatus with
which a player holding a game controller plays a game may be
additionally provided outside of the housing of the game
controller. In one example, a camera takes, from outside of the
housing, an image having the housing as a subject, and by
analyzing an image of the housing within the taken image, the
coordinate point indicating the position on the display screen,
which is pointed by the housing, can be calculated. Further, a
system, in which a unit fixed on the housing and another unit
provided outside of the housing operate in cooperation with
each other, may be used. For example, a light emitting unit is
provided outside of the housing, and a camera fixed on the
housing takes an image of a light emitted from the light
emitting unit. By analyzing the image taken by the camera,
the coordinate point indicating the position on the display
screen which is pointed by the housing can be calculated.

In the above embodiment, descriptions have been given
using the handheld game apparatus 1 and stationary game
apparatus. However, the certain exemplary embodiments
described herein may also be realized by executing the infor-
mation processing program of the certain exemplary embodi-
ments described herein by using such an information process-
ing apparatus as a generally used personal computer or the
like.

The information processing apparatus and the storage
medium for storing the information processing program of
the certain exemplary embodiments described herein allow,
in operations for moving an object by using coordinate point
inputs provided from a pointing device, operation inputs to be
more intuitively performed. The information processing
apparatus and the storage medium for storing the information
processing program of the certain exemplary embodiments
described herein are useful as a game apparatus and a game
program which use a coordinate point input to move an object
such as a player character within, e.g., a virtual game world.

While the certain exemplary embodiments have been
described in detail, the foregoing description is in all aspects
illustrative and not restrictive. It is understood that numerous
other modifications and variations can be devised without
departing from the scope thereof.

What is claimed is:

1. A non-transitory computer-readable storage medium
having stored therein an information processing program to
be executed by a computer of an information processing
apparatus for displaying a virtual space on a display device,
obtaining an input coordinate point based on an output from
a pointing device, which output is based on an operation
performed by a user, and moving an object in the virtual space
in accordance with the input coordinate point, the information
processing program causing the computer to perform:

obtaining the input coordinate point from the pointing

device;
setting a plurality of areas in a range that allows an input of
the input coordinate point, and setting a moving velocity
of the object in accordance with, among the plurality of
areas, an area to which the input coordinate point corre-
sponding to an operation performed by the user belongs;

moving the object in accordance with the moving velocity;
and

displaying on the display device the virtual space in which

the object is placed, wherein

the moving velocity is set in accordance with, among the

plurality of areas, an area to which a single position
indicated by the input coordinate point belongs.

2. The non-transitory computer-readable storage medium
having stored therein the information processing program
according to claim 1, wherein
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the range is divided at least into a central area placed in a
central portion of the range and an outer edge area placed
in an outer edge portion of the range, the outer edge
portion being a periphery of the central area, and a value
for the moving velocity to be used when the input coor-
dinate point belongs to the central area and a value for
the moving velocity to be used when the input coordi-
nate point belongs to the outer edge area are set to be
different.

3. The non-transitory computer-readable storage medium
having stored therein the information processing program
according to claim 1, wherein

the pointing device is a touch panel covering a display
screen of the display device,

a touch coordinate point output from the touch panel is
obtained as the input coordinate point, and

the touch panel is divided into a plurality of areas, and the
moving velocity is set in accordance with, among the
plurality of areas, an area to which the touch coordinate
point belongs.

4. The non-transitory computer-readable storage medium
having stored therein the information processing program
according to claim 1, wherein

the object is moved to a position in the virtual space as a
moving target, the position corresponding to said single
position.

5. An information processing apparatus for displaying a
virtual space on a display device, obtaining an input coordi-
nate point based on an output from a pointing device, which
output is based on an operation performed by a user, and
moving an object in the virtual space in accordance with the
input coordinate point, the information processing apparatus
comprising a computer configured to perform at least:

obtaining the input coordinate point from the pointing
device;

setting a plurality of areas in a range that allows an input of
the input coordinate point, and setting a moving velocity
of the object in accordance with, among the plurality of
areas, an area to which the input coordinate point corre-
sponding to an operation performed by the user belongs;

moving the object in accordance with the moving velocity;
and

displaying on the display device the virtual space in which
the object is placed, wherein

the moving velocity is set in accordance with, among the
plurality of areas, an area to which a single position
indicated by the input coordinate point belongs.

6. An information processing system for displaying a vir-
tual space on a display device, obtaining an input coordinate
point based on an output from a pointing device, which output
is based on an operation performed by a user, and moving an
object in the virtual space in accordance with the input coor-
dinate point, the information processing system comprising a
computer configured to perform at least:

obtaining the input coordinate point from the pointing
device;

setting a plurality of areas in a range that allows an input of
the input coordinate point, and setting a moving velocity
of the object in accordance with, among the plurality of
areas, an area to which the input coordinate point corre-
sponding to an operation performed by the user belongs;

moving the object in accordance with the moving velocity;
and

displaying on the display device the virtual space in which
the object is placed, wherein
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the moving velocity is set in accordance with, among the
plurality of areas, an area to which a single position
indicated by the input coordinate point belongs.

7. An information processing method for displaying a vir-
tual space on a display device, obtaining an input coordinate 5
point based on an output from a pointing device, which output
is based on an operation performed by a user, and moving an
object in the virtual space in accordance with the input coor-
dinate point, the information processing method comprising:

obtaining the input coordinate point from the pointing 10

device;
setting a plurality of areas in a range that allows an input of
the input coordinate point, and setting a moving velocity
of the object in accordance with, among the plurality of
areas, an area to which the input coordinate point corre- 15
sponding to an operation performed by the user belongs;
moving the object in accordance with the moving velocity;
and
displaying on the display device the virtual space in which
the object is placed, wherein 20

the moving velocity is set in accordance with, among the
plurality of areas, an area to which a single position
indicated by the input coordinate point belongs.

#* #* #* #* #*



